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It is with esteemed joy that I am able to express, in this primary treatise of this fascinating 
branch of theological experience, an overview of the internal and external workings of 
Daedra Worship. 

Due to the in-depth nature of this study that I pursued, I managed to gather a great quantity 
of qualitative and quantitative primary research to support the items of this treatise. In the 
Appendix, therefore, one will be able to find a description of the studies' aim, procedure, 
findings, and conclusion, in Chapters VIII & IX, and in the Appendices. 

Furthermore, I eternally extend my sincere "thank-yous" to every one of the Daedra 
Worshippers who have participated in providing the detailed and plentiful research that has 
been collated into this Magnus Opus. Thus, while the methodology of the questions in the 
questionnaire the participants used will be revealed, personal information about them will 
not be. 

Finally, the form of researching the Daedra and their worshippers has been taken from an 
extract from an in-game book Modern Heretics 1 : 


" A researcher curious about Daedra worship might research in several ways: through 
a study of the literature. ..through guestioning local informants, and through 
guestioning worshippers themselves." 

- Modern Heretics, 2006 


Luke A. Fytch, November 2016. 


1 Modern Heretics; First appeared in-game in The Elder Scrolls IV: Oblivion (2006) 
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The Aims of this Theological 


§1 - Although it would be both ethically and practically wrong to attempt to draw a causal 
discussion and conclusion to such a subject that, by its very nature, is affected by such a 
large quantity of external factors, this treatise has attempted to draw one of such ideas out 
of the mind entirely. 

Instead, the focus of this treatise is to present an overview to can be generalised to the 
majority - if not the total target populace - with individual differences stated where 
necessary. 

§2 - Several questions must be asked and subsequently answered in order to gather an 
overview to what Daedra Worship actually is. 

1) What is Daedra Worship? 

2) What does it actually entail? 

3) From where does this worship originate from? 

4) What form of worship does it take? 

5) What mediums are used to present this worship? 


§3 -It is hoped that the publication of this treatise to the wider world will increase 
awareness and reduce any potential discrimination of the worship that may arise. 




background and Literature 

Analysis . 


§4 - Daedra (also spelt Daedra ) [ pronounced /di:.dja/ or /dei.dja/ ] are supernatural 
beings from the Gaming and Novel series of The Elder Scrolls 2 . 

§5 - It should be noted from the outset that the proper singular form of Daedra is 
"Daedroth 3 4 " however; this is seldom used by the community. 

§6 - Daedra are defined by the Unofficial Elder Scrolls Pages 4 as:" divine beings that did not 
take part in the creation of the Mundus 5 , and thus retain the full breadth of their power. 
They have a very real impact on the mortal realm; in one way or another, Daedric influence 
touches everyone" 

§7 - Daedra Worship is defined as "the worship of a singular or plurality of the seventeen 
Daedric Princes, either in isolation or in conjunction with other deities." 


2 Created by Bethesda Software's in 1993, a gaming series of Role-Playing Games (RPG's), influenced by games 
such as "Dungeons & Dragons" (D&D), and "Ultima Underworld". The Elder Scrolls is known by shorthand as 
"TES" 

3 (1) Not to be confused with "Daedroth" creature, see 
http://www.uesp.net/wiki/Morrowind:Daedroth#Daedroth ; and §21 

4 Established in 1995 to provide a complete account of everything to do with the Elder Scrolls universe. 

5 The name for the universe; the name for the Earth being "Nirn"; the name for the continent that the games 
are set on being "Tamriel" 


§8 - The Daedric Princes - being the seventeen most powerful Daedric beings - are 
separated from "Lesser Daedra" by several features. Firstly, the Daedric Princes are 
distinctly more powerful than their lesser counterparts, usually employing these 
counterparts in their service. Secondly, each of the Princes is known to be in control of both 
a unique and separate sphere of influence 6 and a plane of Oblivion 7 . Finally, the Princes, 
whom are worshipped like gods, have power and influence over their worshippers, who - in 
return for the construction of elaborate shrines and the their souls after death to be sent to 
their plane of Oblivion - bestow gifts of blessings and objects of power to those who are 
deemed worthy. 

§9 - It should forthwith be noted that - although the Princes may be manifested in either 
masculine or feminine form - they have no inheritant gender. 

§10 - Furthermore, the Princes lack the mortal moral concept of good and evil, and are, as 
thus, limited to the extremities of their spheres of influences. 8 

§11 - Of the seventeen Princes and the sixteen Planes of Oblivion, following is an overview 
of each of the seventeen Princes known to mortals in isolation 9 ; 

§12 - AZURA, whose sphere is dusk and dawn, the magic in-between realms of twilight, 
known as Moonshadow, Mother of the Rose, and Queen of the Night Sky. 10 

Azura is one of the few Daedra who maintains the appearance of being "good" by mortal 
standards, and presumably feels more concern for the well-being of her mortal subjects 
than other Daedric Princes. She is one of the few Daedric Princes who constantly maintains 
a female image, and is perceived accordingly. 11 

Moonshadow is Azura's plane of Oblivion, where she lives in a rose palace. It is reported to 
be blindingly beautiful and colourful, with flowers, waterfalls, trees, and a city of silver. 12 


6 inasmuch as each Prince representing a series of events of mortal or physical behaviour (e.g: destruction, 
deceit, ostracisation, &c) 

7 A distinct realm in control of that Prince, which reflects their sphere of influence in its metaphysical 
characteristics. 

8 Despite this, some of the Daedra are thought to greatly enjoy the sufferings of mortals, as a separate - but 
equally egotistical - nature to their spheres. Examples of this can be seen in the more malevolent of the 
Princes, such as Molag Bal, Prince of Dominantion; Mehrunes Dagon, Prince of Destruction; and Boethia, 
Prince of Deceit. 

9 The following details the in-game descriptions of the Princes. See §12 - §26, collated from in-game 
knowledge, and the UESP. 

10 The Book of The Daedra; First appeared in-game in The Elder Scrolls III: Morrowind (2002) 

11 http://www.uesp.net/wiki/Lore:Azura 

12 http://www.uesp.net/wiki/Lore: Moonshadow 


§13 - BOETHIA(H), whose sphere is deceit and conspiracy, and the secret plots of murder, 
assassination, treason, and unlawful overthrow of authority. 13 

Also known as the Prince of Plots, Deceiver of Nations, Queen of Shadows, and Goddess of 
Destruction, Boethiah loves competition and battle, and is depicted as a great caped 
warrior, often in a stoic pose. 

While typically depicted as male, Boethiah is occasionally referred to as female, though such 
distinctions are irrelevant among the Daedric Princes, who are not bound by biological sex. 

14 

The Realm of Boethia is a realm of Oblivion, created and ruled over by Boethia, The realm 
consists of stormy skies, volcanic islands and lava seas. It has also been described as a 
country of labyrinthine policy and betrayals, with maze gardens and twisted towers. It is 
sometimes referred to as Attribution's Share or Snake Mount. 15 


§14 - CLAVICUS VILE, whose sphere is the granting of power and wishes through ritual 
invocations and pacts. 16 

Vile has a companion named Barbas. While capable of selective shape shifting, the form it 
assumes most of the time is that of a dog. Vile himself is depicted as a small jovial fellow 
with horns protruding from his forehead. He is aptly described as a Daedra who likes souls 
for the sake of having them. 17 

Clavicus Vile's Realm is a realm of Oblivion, created and ruled over by Clavicus Vile. It 
appears as a tranquil countryside, dotted with majestic cities of glass and ornate buildings. 

is 


13 The Book of The Daedra 

14 http://www.uesp.net/wiki/Lore: Boethiah . Furthermore, it can be suggested that Boethia is used when 
referring to the female form, and Boethiah to the male - however, this is unconfirmed and can - at this time - 
be considered speculation. 

15 http://www.uesp. net/wiki/Lore:Realm of Boethia 

16 The Book of the Daedra 

17 Those who deal with Vile take a gamble, due to his chronic unpredictability and his gifts that give more than 
one bargains for. 

18 http://www.uesp. net/wiki/Lore:Clavicus Vile%27s Realm 


§14 - HERMAEUS MORA; whose sphere is scrying of the tides of Fate, of the past and 
future as read in the stars and heavens, and in whose dominion are the treasures of 
knowledge and memory. 19 

He describes himself as 

"The riddle unsolvable. The door unopenable. The book unreadable. The question 
unanswerable ." 20 

Unlike most Princes, Hermaeus Mora does not take on a humanoid form at all, manifesting 
instead as grotesque assemblages of eyes, tentacles, and claws, or a featureless purple 
vortex known as the Wretched Abyss. 

Apocrypha is Hermaeus Mora's plane of Oblivion, an endless library where all forbidden 
knowledge can be found. The books all have black covers with no titles, and the library is 
haunted by ghosts forever searching for knowledge . 21 


§15 - HIRCINE, whose sphere is the Hunt, the Sport of Daedra, the Great Game, the Chase, 
known as the Huntsman and the Father of Man-beasts. 22 

Hircine created the various therianthropic diseases which transform mortals into beasts, 
and is therefore the guardian of were-creatures . 23 They reflect his sphere admirably, 
hunting at night and being hunted by day. Hircine is a sportsman who enjoys giving his prey 
a chance for victory, however small. He is typically portrayed with a great spear and either 
the head or skull of a deer . 24 

The Hunting Grounds is a realm of Oblivion created and ruled over by Hircine. It has been 
described as a realm of dense woodland and vast grasslands populated by were bears, wild 
cattle and unicorns . 25 


19 The Book of the Daedra 

20 http://www.uesp.net/wiki/Lore:Hermaeus Mora 

21 http://www.uesp.net/wiki/Lore:Apocrypha 

22 The Book of the Daedra 

23 Despite the lack of proof for the existence of were-creatures in the world, one would often associate him 
with the concept of "otherkin". This concept, in which one sees themselves as either partially or entirely 
(either physically or spiritually) non-human. This concept is also related to the concept of Species Dysphoria. 
See https://en.wikipedia.org/wiki/Species dysphoria ; https://en.wikipedia.org/wiki/Otherkin . 

24 http://www.uesp.net/wiki/Lore:Hircine 

25 http://www.uesp.net/wiki/Lore: Hunting Grounds 


§16 - JYGGALAG; whose sphere is higher order. 


Whilst little is known about him , he represents logical order and deduction, and has taken 
account of every detail of the world and of every action that has ever taken place 
on Mundus or Oblivion, long before they actually happened. Jyggalag commands his own 
Daedra, the Knights of Order, which are spawned from obelisks summoned by his followers, 
the Priests of Order . 26 

Jyggalag is a unique Prince in the fact that he is the only one that is currently without a 
Plane of Oblivion. This occurred as in the time before recorded history, Jyggalag's realm of 
perfect order expanded across the seas of Oblivion, and the other Daedric Princes had 
grown fearful and jealous of him. They cursed him to live as Sheogorath, the incarnation of 
the thing he hated most: madness. Sheogorath and Jyggalag became one, with the latter 
only being able to have power over Sheogorath's realm of "The Shivering Isles" at the end of 
every era for a short period of time 27 before become one again, and the influence being 
reversed. 

§17 - MALACATH, whose sphere is the patronage of the spurned and ostracized, the 
keeper of the Sworn Oath, and the Bloody Curse. 28 

Malacath is not recognized as a Daedric Lord by his peers, which fits his sphere perfectly. 
Other names include "Mauloch", the "God of Curses", "Orkey", "Old Knocker" or "Ore- 
Father". Malacath spurns physical weakness, hence the above-average strength of the 
creatures associated with him. The hideous and stupid Ogrim are the servants of this "bad 
daedra". Many accounts paint Malacath as a Prince who is very protective of his followers 
and who becomes vindictive when they are wronged . 29 

His plane of Oblivion is Ashpit, which is described as consisting only of dust, palaces of 
smoke, and vaporous creatures: 

"anguish, betrayal, and broken promises like ash filled the bitter air". 

Levitation and magical breathing are necessary to survive there . 30 


§18 - MEHRUNES DAGON, whose sphere is Destruction, Change, Revolution, Energy, and 
Ambition. 31 


26 http://www.uesp.net/wiki/Lore Jyggalag 

27 known as the Graymarch 

28 The Book of the Daedra 

29 http://www.uesp.net/wiki/Lore: Malacath 

30 http://www.uesp.net/wiki/Lore:Ashpit 


He is associated with natural dangers like fire, earthquakes, and floods. In most cultures, 
though, Dagon is merely a god of bloodshed and betrayal . 32 

Dagon's plane of Oblivion is known as the Deadlands. As the name suggests, they are barren 
wastelands, consisting of blackened isles in a sea of lava. Clannfear 33 and Scamps 34 are 
among his servants, along with Dremora 35 . 36 

§19 - MEPHALA, whose sphere is obscured to mortals, also known by the names 
Webspinner, and Queen of the Eight Shadows of Murder. 37 

Unlike many other Daedric Princes, who almost always appear as the same gender, Mephala 
appears as either male or female depending on whom the Daedric Prince wishes to ensnare 
(though she's typically female). Mephala's only consistent theme seems to be interference 
in the affairs of mortals for amusement. Mephala's sphere seems to indicate a careful plan 
carried out through executions, each life a portion of a massive web. Mephala sees the 
affairs of mortals as a weave; pull but one thread and the whole thing unravels. She is also 
associated with more simple concepts— lies, sex, and murder . 38 

Her realm of Oblivion is the Spiral Skein. It is metaphysically constructed in a similar manner 
to a wheel. At the centre is the Tower, known only as the Pillar Palace of Mephala, since its 
true name is too awful to be uttered. The Spokes are called the Eight Strands of the Skein, 
and the spaces in between are each devoted to a different sin. The first is a cavern devoted 
to lies, filled with pedestals pretending to hold up the sky. The second is made up of 
cramped chambers representing envy, while the third is maggot-filled grottoes filled with 
seductive light. The fourth contains eternally dark tunnels of fear; the fifth, a place of 
betrayal; the sixth, an arena of murder. The seventh space is home to arcades of avarice and 
appetite, containing all things mortals would kill or die for, while the eighth is a flaming 
skein of fury, representing the death that comes to all mortals. 

Mephala's realms are said to be numerous and obscured, collected together by vast strands 
of magical ghost-web. All of them are devoted to her spheres of sex and secret murder . 39 


31 The Book of the Daedra 

32 http://uesp.net/wiki/Lore:Mehrunes Dagon 

33 Clannfears are dinosaur-like Daedra that resemble a lizard with a large, bony crest on their head and a sharp 
beak and talons. They may represent common, wild animals in Oblivion; See 

http://www. uesp. net/wiki/Oblivion :Clannfear#Clannfears 

34 Scamps are the weakest Daedra encountered in Oblivion; See http://uesp.net/wiki/Oblivion:Scamp#Scamps 

35 Dremora are a warlike Daedric race commonly associated with Mehrunes Dagon. They are commonly 
encountered throughout the planes of Oblivion. Dremora are known to be intelligent, sentient beings. 

36 http://uesp.net/wiki/Lore: Dead lands 

37 The Book of the Daedra 

38 http://uesp.net/wiki/Lore: Mephala 

39 http://uesp.net/wiki/Lore:Spiral Skein ; "Rumours of the Spiral Skein". First appeared in-game in The Elder 
Scrolls: Online (2015) 


§20 - MERIDIA; whose sphere is obscured to mortals; who is associated with the energies 
of living things. 40 

Meridia has a great and everlasting hatred for the undead and will greatly reward any who 
eliminate them from the world. 

41 Meridia is one of the few Daedric Princes who is usually not considered to be wholly evil. 
However, she is known as the Daedra Lady of Greed and as an avid collector of human 
specimens. 42 

She created her realm of Oblivion, known as the Colored Rooms, by bending and shaping 
the rays of light from the sun. Her realm is inhabited by the Aurorans. Some Daedra 
Seducers are also in her service. 43 


§21 - MOLAG BAL, whose sphere is the domination and enslavement of mortals; whose 
desire is to harvest the souls of mortals and to bring mortals' souls within his sway by 
spreading seeds of strife and discord in the mortal realms 44 


He is known as the God of Schemes, the King of Rape, the Harvester of Souls, the Lord of 
Brutality, and the Prince of Rage . 45 His main desire is to harvest the souls of mortals and to 
bring them within his sway by spreading seeds of strife and discord in the mortal realms. 46 

Molag Bal's plane of Oblivion is Coldharbour. It is said that his plane resembles a copy of 
Nirn, but all desecrated and ruined. The ground is sludge, the sky is on fire, and the air is 
freezing. The Daedroths 47 are typically counted among his servants. 48 


§22 - NAMIRA, whose sphere is the ancient darkness; known as the spirit Daedra, ruler of 
the sundry and shadowy spirits; associated with spiders, insects, slugs and other repulsive 
creatures which inspire mortals with an instinctive repulsion. 49 


40 The Book of the Daedra 

41 However, she also may be associated with the defiling of the dead and associated acts. 

42 http://uesp.net/wiki/Lore: Meridia 

43 http://uesp.net/wiki/Lore:Colored Rooms 

44 The Book of the Daedra 

45 It may be appropriate to assume association with violent and domineering sexual acts, such as sexual sadism 
and sexual masochism. 

46 http://uesp.net/wiki/Lore: Molag Bal 

47 A bipedal Daedra with a large, crocodile-like snout; See 
http://www.uesp.net/wiki/Morrowind:Daedroth#Daedroth 

48 http://uesp.net/wiki/Lore:Coldharbour 


Namira [also spelt Namiira] also appears to be associated with beggars and the beggaring 
gifts of disease, pity and disregard. Namira and her shadowy endeavors are often recognized 
to bear some association with eternity . 50 

Her realm, the Scuttling Void, is an eternal dimension about which little is known other than 
its name. 

§22 - NOCTURNAL, whose sphere is the Night and Darkness; who is known as the Night 
Mistress. 51 


She is frequently depicted accompanied by jet-black ravens, which are said to have the 
power of speech. 52 

Nocturnal possesses several realms throughout Oblivion. One such realm. Shade Perilous 53 , 
was once accessible but has since been isolated. The Twilight Sepulcher is the temple 
dedicated to Nocturnal which houses a conduit to [her realm of] the Evergloam 54 . 


§23 - PERYITE, whose sphere is ordering of the lower orders of Oblivion, known as the 
Taskmaster. 55 

Although he is typically depicted as a green four-legged dragon ...Peryite is considered one 
of the weakest of the Princes. His sphere of influence includes tasks, natural order (to not be 
confused with the perfect [higher] order of Jyggalag), and pestilence . 56 

The Pits 57 is a realm of Oblivion, created and ruled over by Peryite. Here, Peryite guards the 
lowest orders of Oblivion. The realm resembles the Deadlands 58 , with lava seas, volcanic 
islands and ruined structures. The realm is usually completely inaccessible to mortals, but 
there have been several exceptions. 


49 The Book of the Daedra 

50 http://uesp.net/wiki/Lore:Namira 

51 The Book of the Daedra 

52 http://uesp.net/wiki/Lore:Nocturnal ; Furthermore, she is also associated with related acts to darkness, such 
as stealth, and thievery, and is rightly considered a patron to thieves. 

53 http://uesp.net/wiki/Lore:Shade Perilous 

54 http://uesp.net/wiki/Lore: Evergloam 

55 The Book of the Daedra; he is also the Prince of Pestilence 

56 http://www.uesp.net/wiki/Lore: Peryite 

57 http://www.uesp.net/wiki/Lore:The Pits 

58 See §18. 


§24 - SANGUINE, whose sphere is hedonistic revelry and debauchery, and passionate 
indulgences of darker natures. 59 

Fittingly, he often appears on the seals and signs of brothels and whorehouses. Sanguine is 
depicted as a portly man with a dremora-like head with horns, always with a bottle in his 
hand or a whore under his thumb. He is thought to control thousands of realms. 

The term sanguine can mean either "cheerfully optimistic" or "bloody"; the double meaning 
is appropriate for a prince whose realm encompasses both the light and dark sides of 
passion . 60 

The Myriad Realms of Revelry are a congeries of one hundred thousand pocket and sub- 
realms of Oblivion, created and ruled over by Sanguine. The realms are used mainly as 
pleasure pockets, refashioned to meet the needs and desires of its visitants. As such. 
Sanguine himself has very little control over them . 61 


§25 - SHEOGORATH, whose sphere is Madness [insanity], and whose motives are 
unknowable. 62 

He is sometimes referred to as the Mad Star, the Mad Lord, the Mad One, and the Mad God 
among other things. The Mad God typically manifests [himself] as a seemingly harmless, 
well-dressed man often carrying a cane, a guise so prevalent it has actually been coined 
"Gentleman With a Cane ". 63 

His realm, best known as the Shivering Isles, has also been called the Madhouse. It's 
believed that those who go there lose their sanity forever. Of course, only the Mad God 
himself may decide who has the privilege to enter . 64 


§26 - VAERMINA, whose sphere is the realm of dreams and nightmares, and from whose 
realm issues forth evil omens. 65 


59 The Book of the Daedra 

60 http://www.uesp.net/wiki/Lore:Sanguine 

61 http://www.uesp. net/wiki/Lore:Myriad Realms of Revelry 

62 The Book of the Daedra. 

63 http://www.uesp.net/wiki/Lore:Sheogorath 

64 http://www.uesp. net/wiki/Lore:The Shivering Isles 


Vaermina [also spelt Vaernima] is known as "Vaernima the Gifter" and "Weaver of the 
Panoply". She is seen as one of the "demonic" Daedra, and some have also claimed her 
sphere ties somehow to torture. 66 

Vaermina's plane of Oblivion is Quagmire, which is described as a nightmare realm, where 
every few minute's reality shifts and becomes ever more horrifying. 

"A dark castle one moment, a den of ravening beasts the next, a moonlit swamp, a 
coffin where he was buried alive." 67 


§27 - An analysis of the information about the Princes, however, only focuses on how they 
are presented in-game. 68 Whilst the sources themselves - quoted in the bibliography - are 
quoted from an "unofficial" source, their content is extracted directly from the games. 


What is Daedra Worship? What 
does it entail? 


§28 - Although Daedra Worship has been previously defined in this treatise, it is apparent 
that it cannot be overstated, and will thus be restated and expanded on; 

Daedra Worship: "the worship of a singular or plurality of the seventeen Daedric Princes, 
either in isolation or in conjunction with other deities." 

§29 -An expansion of this includes what I have deemed " The Tribunal factors" in that (in 
defining a Daedra Worshipper) must have present 2 of the 3 following traits: 

1. Belief in the Prince, their Plane of Oblivion and the Daedric inhabitants who associate 
with these Princes. 


65 The Book of the Daedra. 

66 http://www.uesp.net/wiki/Lore:Vaermina 

67 http://www.uesp.net/wiki/Lore:Quagmire 

68 Whilst this technique is somewhat flawed as having the potential to becoming irrelevant when the real-life 
worship of the Daedra is concerned, it should be noted that this technique - due to the absence of previous 
research having been conducted - is essential in order to give the reader a basic background of the Daedra, 
and the features that one would expect to find in the real-life revelations of worship. 


2. The active 69 or passive 70 worship - ranging from pray and meditation (passive) to the 
building of shrines and altars in honour of them (active). 

3. The belief that the worshipper's soul belongs - in both life and death - to one (or more) 
of the Princes. 71 


§30 -Although examples of prayers to the Daedra from in-game sources, in order to make a 
comparison to those in real lives, are scarce to non-existent, the most valuable source 
comes from A Prayer to My Prince: 72 

"These gifts are meager. 

But I beseech you! 

Guide my actions. 

Hear my thoughts 

Across the ages, and 

Through the realms 
I approach the altar. 

My heart full of 

Devotion and love 

For my Prince!" 

-A Prayer to My Prince, 2015 


69 The active worship involves the manifestation of cognitive processes into physical devotionals. Examples can 
be seen in the buildings of altars, the writing of literature, the drawing of pictures, and the offerings of items at 
shrines. 

70 The passive worship involves the sole cognitive, psychological and metaphysical processes that involve the 
"connection" that a worshipper has with their deities. Examples of this can be seen in the form of both spoken 
(oral) and thought (psycho-telepathic) prayers, meditational experiences, and any experiences from psycho- 
telepathic activities, such as dreams and induced audio-visual hallucinations. 

71 Although it is not known at this point what happens when several Daedra have claim to a worshippers soul, 
whom it goes to, it is presumed at the current time that it is decided upon several factors, including the 
worshipper's choice and opinion, and the Daedra in which they have the strongest connection with. 

72 First appeared in-game in TES: Online; (2015) 



§31 -As above, the most appropriate prayer - this time a real life example - is to have a 
generalised template, followed by two examples; 73 

'"O [prince] 74 , [additional title if they have one] 75 , whose sphere is [their sphere] 76 , 
[want/desire] 77 . Guide and guard me.'" 

-Prayer Template, 2015 


§32 -The Author of the prayer, upon hoping to elaborate on this, follows this up with three 
examples; two to Meridia, and one to Nocturnal respectively: 78 


"1. 0 Meridia, lady of infinite energies, whose sphere is the energies of life, grant me long 
life, let your light break upon me and should I pass let my body rest eternal. Guide and guard 
me. 

2. 0 Meridia, lady of infinite energies, whose sphere is the energies of life giving, let your 
energies touch those who sicken in my life and should they come to pass, grant them their 
peace in eternal rest. Guide and guard me 

3. 0 Nocturnal, night mistress, whose sphere is the night and darkness, allow me to unlock 
my inner potentials and let the shadows hide and protect me. Guide and guard me." 

-Prayer Template, 2015 

§33 -The Reader, may be thinking to themselves upon getting to this point in the treatise 
"Where does this practice originate from?" This question will be analysed and answered 


73 Extracted from a post on the subject of a prayer template from 23/08/2015; accessed 30/01/2017; the 
following has been left as it was originally written, with the exception of the correct of spelling & grammar 
errors. 

74 "most if not all of the Aedra prayers I've seen begin with 'come to me', which is also an option but one I 
wanted to stay away from as many Daedra are dangerous and inviting them/their sphere into yourself would 
likely not end well, especially if dealing with more destructive oriented princes." 

75 "the additional title is mainly for formalities sake and to clarify that you're speaking to them and can also 
function as what about them you are trying to revere/ask of/etc. (i.e. clarifying 'gueen of dusk and dawn' if 
your prayer is related to that [ofAzura]) tho[ugh] it's not reguired to use a specific title as a means of 
contacting that specific sphere relation. " 

76 "Specifying the sphere is again for formality and also, again, to help invoke what specifically you are praying 
/ revering." 

77 "Want/desire would be where you would put why you are making the prayer. If it's just a general prayer of 
reverence, not asking for something, you can make the wording relatively vague" 


78 The author furthermore states that "again these are only samples and can be edited it any way' 



next. 


Where does this practice 
originate from? 


§34 -This question's complexity is three-fold. Firstly, we must answer "Where and when did 
this practice start?" 

Secondly, we must ask "In what communities did this practice start, and why?" 

Thirdly, and finally, we must ask "When, and why - in individuals - does this practice 
originate?" 

§35 -The first question is possibly the simplest to answer, but also has a major flaw, for it 
simply cannot be answered with certainty. 79 However, what we can know for certainty is 
this; Daedra Worship did not exist before the introduction of the Daedra into the series' 
lore 80 and has (at least) existed in the form of an online forum since its creation 81 , leaving a 
timespan of unaccounted days to 6094 (16 years, 8 months, and 8 days). At the current time 
of publication, however, no more can be said on the matter. 


79 This is due to the fact that - at the time of publication - not enough information exists to form a trend. 

80 In TES Chapter II: Daggerfall; (1996) - Initial release being 31/09/96 

81 since 08/05/2013 





§36 - The second question is likewise. Whilst no solid information is available, it can be 
inferred that it grew as a branch from the tree of occult or neo-paganism groups, using the 
Daedric Princes to supplement their own deities. 82 

§36 - The final question - however - is a far more complex affair. 

Although only 33% of the sample had a religious upbringing, 66% studied religious affairs on 
their own. This seems to suggest that the search for religious self-discovery on an individual 
level explanation that is more plausible to generalise to the whole worshipping populace 
than a transitioning of deities by a certain group. 83 

§37 - However, this is all unconfirmed, and thus but merely an educated assumption based 
upon my experiences with the worshippers that I saw, and my own personal experiences. 

What forms and mediums does 
this worship take? 


§38 - The Internet forum 84 observed provided a large array and variety of forms and 
mediums of worship. The worship "Devotionals" 85 take many active and passive 86 forms. 

§39 - Under the arch of passive worship, there falls many accounts of the first connection 
between the worshipped and the worshipper. A section is completed dedicated to the 
making of prayers and the giving of offerings. 87 

§40 - However, how does one make this first connection? The simple answer is 'it is 
different for everyone'. However, there is a general psycho-telepathic process to such a 
connection, that is not just fascinating to experience first-hand, but to also to hear about 
second-hand. 

Firstly, one must approach a Prince. This has been compared to approaching a deer or a 
horse, always having to be conscious in treating them right while you approach. The 


82 One example that could be presumed is the likeness of Meridia to the Fertility Goddesses; such as 
Aphrodite, Gaia, Ceres , Venus, and Freya 

83 However, at this time, this cannot be verified, and thus needs to be studied further. 

84 The membership of this forum cannot be truly quantified, as the figure for members stands (at date of 
writing) at 162 members. However, this doesn't take into account deactivated accounts. Furthermore, it is not 
possible to determine how many 'active' worshippers exist, in comparison to those who are not active in 
worship. 

85 A section of the forum that stretches back to the forums creation (08/05/2013), and the content observed 
was of that made until 31/12/2016. 

86 For a definition, see the Glossary of Terms or § 29 , 


87 For a prayer template, See §31 






Following are tips from several forums posters on how to approach the Daedra for the first 
time. 


"...pick out a few of the Princes who especially fascinate you. Probably don't pick all 
of them because not all of them get along with each other that well. Research Them, 
get to know Them, ask yourself if you want to build up a firmer relationship to Them. 
And then approach them, slowly, carefully, respectfully, and with a bit of luck they'll 
grow fond of you over time." 

-Advice, 2014 

"I'd suggest spending some time meditating on the Princes and Their spheres and 
what you, yourself, are looking for. When you have a better idea of Who you're 
drawn to and want to work with, it becomes easier to deal with fear and reticence 
regarding the Princes. Because then you're not looking at all 17 of Them at once. 
Because that really is overwhelming." 

-Advice, 2014 

"Study everything you can find. ..and ask around with other worshipers. Look around 
on this forum too. Do your research, and take things slow. Don't rush it either. Build 
a rapport, a friendship." 

-Advice, 2014 

§41 - Furthermore, descriptions of objects and items to aid in the psycho-telepathic 
connection have been mentioned - the most prominent and interesting being that of 

Vaermina's Ticture: 88 

"Ingredients: 

2tbsp of dried peppermint. 

2tbsp of dried mugwort. 89 
ltbsp of dried valerian root, 
ltbsp of dried passionflower, 
ltbsp of dried chamomile. 

Boiling water. 

2 cups of white or apple cider vinegar. 


88 Torpor created with the purpose of aiding astral travel and lucid dreaming, states both connected with 
Vaermina's sphere. 

89 Mugwort is a mild hallucinogenic, used primarily as a dream enhancer. 



Gloss quart canning jar with air tight lid. 


Instructions: 

Combine all herbs in glass quart jar. 

Add enough boiling water to barely cover. 

Fill the remainder of the jar with vinegar (or vodka if you prefer) 

Store in a dark place for up to 8 weeks, shaking daily. 

After several weeks, strain the herbs and use the remaining liquid. Dosage is 2-3 
drops shortly before sleeping." 

-Vaermina's Ticture, 2013 

§42 - Under the arch of active worship, however, much more is attested to. Whilst fully- 
fledged guides to general Daedra Worship are plentiful on the forum, to individual Princes, 
this is a different story. 90 However, some general steps are taken once a connection has 
been formed. 

§43 - Worshippers aim to create and tend to a shrine or an altar to their Prince(s). Again, 
although plentiful advice about how to create a shrine is available, the following seems like 
the most fitting explanation: 

"As for a shrine, my biggest and most useful tip would be to trust your instincts. Look 
around. If anything sticks out to you, grab it. Once you have a few things, put them 
together in a certain spot and play around with it. You are not required to have 
anything specific on your shrine, so don't worry about that. However, there are some 
things to take into consideration: whether or not you can be obvious in having a 
shrine (like... are you 'in the closet', so to speak?), what you have on hand/can 
afford, where and what you're looking to use. Do whatever makes you feel most 
comfortable, but also whatever works best in your situation." 

-Advice, 2016 

§44 -The subject of offerings for such shrines to the Princes varies greatly from worshipper 
to worshipper, to the extent that there is a consensus that there is no 'right' or 'wrong' 
offering, just ones that better suit each individual prince. 

The following ideas are extracted from a tabled document in which contains many ideas 
about offerings to the Daedra: 


90 To this current time, only guides to Clavicus Vile, Mephala, Namira. Nocturnal, Sanguine and Vaermina are 
completed. 



Azura - " things of worth and beauty, " roses, silver (coins, jewellery), starfruit, apples 
cut crossways. 

Boethia(h) - Promises of advancement, displays of strength, blood. 

Clavicus Vile - Coins, currency. 

Hermaeus Mora - Books, promises of increased knowledge. 

Hircine - weapons, fur, bone, scraps of leather (faux is fine), images of we re- 
creatures. 

Jyggalag - Geometric shapes, crystal quartz wands/points, linear spell workings and 
rituals. 

Malacath - Ash, animal fat, hearts. 

Mehrunes Dagon - Fire, water collected during a storm, dead and dried plants, lava 
rock, and blood. 

Mephala - Anything woven (that you've made), spider talismans, spiders (preferably 
dead), onyx. 

Meridia - Crystals, "pure" stones, cleansed bones. 

Molag Bal - Blood, mental and emotional strength, personal sacrifice, vampire 
symbolism. 

Namira - Slime, dirt, bugs (dead or alive), slugs, red wine (or other blood substitute). 

Nocturnal - Keys (antigue), obsidian, black feathers, darkness (symbolically blowing 
out a candle). 

Peryite - Used tissue, rotting fruit, animal parts, organ talismans, rats. 

Sanguine - Alcohol, red or black roses with thorns. 

Sheogorath - Cheese, wine, sweet rolls, handmade art & poetry. 

Vaermina - Tiger eye, skulls, glass orb that is either clear or spray painted black, 
black/dark purple/dark grey stones". 


-Offerings for the Daedra, 2013 



§45 -Finally, the analysis of the worship of the Princes would not be completely covered 
without mentioning how worshippers celebrate the Princes' summoning days 91 . 


Summoning Day: "A day in which - the connection between the worshipper and the Prince 
being strong enough - the spiritual bond grows, and the worshipper may have a more 
intimate relationship with the Prince thereafter 92 . This is oft celebrated like any religious 
holiday, with prayers, meditation, devotionals, and a zealous attempt to connect intimately 
with the Prince on a psycho-telepathic level." 


§46 -The following are a table of the Summoning Days of the Princes (with its Tamrielic 
equal 93 ): 


Tamrielic Date: 

Real Life Date: 

Prince: 

Morning Star 1 st 

January 1 st 

Clavicus Vile 

Morning Star 13 th 

January 13 th 

Meridia 

Sun's Down 2 nd 

February 2 nd 

Sheogorath 

Sun's Down 16 th 

February 16 th 

Sanguine 

First Seed 5 th 

March 5 th 

Hermaeus Mora 

First Seed 21 st 

March 21 st 

Azura 

Rain 's FI and 9 th 

April 9 th 

Peryite 

Second Seed 9 th 

May 9 th 

N amir a 

Midyear 5 th 

June 5 th 

Hircine 

Sun's Height 10 th 

July 10 th 

Vaernima 

Haerthfire 94 8 th 

September 8 th 

Nocturnal 

Frostfall 8 th 

October 8 th 

Malacath 

Frostfall 13 th 

October 13 th 

Mephala 

Sun's Dusk 2 nd 

November 2 nd 

Boethia(h) 

Sun's Dusk 20 th 

November 20 th 

Mehrunes Dagon 

Sun's Dusk 29 th * 95 

November 29 th 

Jyggalag ? 

Evening Star 20 th 

December 20 th 

Molag Bal 


-The Summoning Day of the Daedra, 2013 


91 Each Prince has their own summoning day, and while Jyggalag's is unknown, it is estimated to be on Nov. 
29 th . 

92 Provided the worshipper celebrates it well, to the satisfaction of the Prince. 

93 The in-game date given. 

94 Also spelt Heartfire, Hearthfire, Heart Fire, and Hearth Fire. 

95 It is not known at this time the summoning day for Jyggalag, so Nov. 28 th is assumed. 




A Demographical Analysis of 
Self-Report Measurements . 


§46 -The Sample gathered for this analysis consisted of two females 96 (66%) and one whose 
gender was considered 'other' 97 (33%). 

§47 -All participants (100%) worshipped more than one Daedric deity, while two (66%) 
worshipped them independently 98 any non-Daedric deities, one (33%) worshipping them in 
conjunction with non-Daedric deities. 

§48-The average worship timeline"was 1 year 100 . 

§49 -A common Prince worshipped between all participants was Sheogorath. 101 . 

Sheogorath was described as thus: 

"...the insanity that is in us all, whether in a large amount or smaller less noticeable, 
but no less important, chunks" 

"...Sheogorath to me means at the same time. He's caring for me. Giving me 
something to do and apply myself to. Yet at the same time He scorns me. Cursing me 
at the same time. And no matter what, the side of cursing upon me will always 
outweigh the side of blessing. " 

"...Order and Madness, they are opposites and in way, the same..." 


96 Participants A and B respectively. 

97 In this sample, the 'other' was a gender fluid. Participant C 

98 in absence of 

99 The time spent worshipping the Daedra 

100 This was gathered from only 2 participants, 1 wishing not to disclose such information. 

101 2 Participants worshipped Boethia, Hircine and Hermaeus Mora, 




"Love-hate, compassionate, scornful." 
"Illness, Chaos, Fantasy" 

-The Participants - On Sheogorath, 2016 


§50 -Although only one (33%) of the sample had a religious upbringing, two (66%) studied 
religious affairs on their own. This seems to suggest that the search for religious self- 
discovery on an individual level explanation that is more plausible to generalise to the whole 
worshipping populace than a transitioning of deities by a certain group. 

§51 - None of the participants worshipped all 17 Princes, but believed in their existence. 

The mean Daedric Princes worshipped was 3.3 102 

§52 -Of those that worshipped Daedric deities in conjunction with non-Daedric ones, none 
worshipped other "Pop Culture Deities". 103 


102 Thus rounded down to 3. 

103 Deities inspired by cultural icons from mediums such as mass media, games, novels, &c. 



Drawing a Conclusion on the 
Study of Daedra Worship. 


§53 -In order to draw a conclusion on the Subject of Daedra Worship, one must first 
acknowledge the flaws of his own work, and suggest improvements that he, and others, can 
use to improve the generalisability and validity of his work next time around. I am no 
exception to this rule. 

Firstly, I accept that my sampling frame was narrow and thus ungeneralisable - consisting of 
the responses of two females and one gender-fluid participants. 

Secondly, I accept that my literature analysis - that, upon consisting of extracts from in- 
game sources - serves very little practical purpose, if only there to give the reader a better 
understand of the background to the Daedra, and how it has potentially been transitioned 
to real-life worship. 

Thirdly, I accept that the aim of this investigation lacked a clear direction - it merely served 
as a pretext to investigate this worship, and to get an analysis down on paper, so that it may 
be expanded on in the future, and that it shall not be forgotten by the ceaseless race of 
time. 

Fourthly, I accept that the questions used in the self-report measure were perhaps flawed in 
the sense that it could have asked a lot more, for a larger quantity of in-depth, rich and 
descriptive qualitative information. 

Fifthly, I accept that - upon analysing the origin of such worship - the conclusion (or in this 
case, a lack of a conclusion) drawn arises from the fact that purely, not enough information 
exists to conclude, in-between the years 1996 - 2013, exactly when Daedra Worship 




originates from. Thus, the presumption made about it originating from an individual 
standpoint, as opposed to a collective one cannot be confirmed at this time. 


Sixthly, and finally, I accept that, and re-iterate that more research must be done in order to 
fill in the gaps. This, I hope with all my heart, is what will happen. It is what must happen, if 
the world is to increase its understanding of this theological practice. 


Appendices . 


§54 -APPENDIX A: A STUDY ABSTRACT. 

The Aim of this primary Study into Daedra Worship is to increase awareness of the 
presence of Daedra Worship, and to study its origins, and practices, using the analysis of the 
self-report measure of questionnaires. 

The sample contained two females and one participant of the 'other' category (in this cause 
gender-fluid) gathered by opportunity sampling via a Daedra Worship Internet Forum. 
Sometime had been used to better understand about the concept of Daedra Worship 
beforehand, and then the questionnaire was given to them to be filled out via the forum's 
private messaging feature. All participants were briefed beforehand in a thread made about 
the subject of the Treatise, and de-briefed after they have completed the questionnaire, 
two having completed it on the 1 st of December 2016, and the third participant having 
completed it thirty days later on the 30 th of December. 

The results are as thus; All participants (100%) worshipped more than one Daedric deity, 
while two (66%) worshipped them independently any non-Daedric deities, one (33%) 
worshipping them in conjunction with non-Daedric deities. 

The average worship timeline was 1 year. A common Prince worshipped between all 
participants was Sheogorath. Although only one (33%) of the sample had a religious 
upbringing, two (66%) studied religious affairs on their own. None of the participants 
worshipped all 17 Princes, but believed in their existence. The mean Daedric Princes 
worshipped was 3.3. Of those that worshipped Daedric deities in conjunction with non- 
Daedric ones, none worshipped other "Pop Culture Deities". 

It must be concluded that - although more research must certainly be done - Daedra 
Worship is present due to the concept of religious self-discovery. This seems to suggest that 
the search for religious self-discovery on an individual level explanation that is more 





plausible to generalise to the whole worshipping populace than a transitioning of deities by 
a certain group. 


§55 -APPENDIX B: TRANSCIPTS OF THE QUESTIONNAIRE USED, AND THE PARTICIPANTS 
RESPONSES. 

THE BLANK QUESTIONNAIRE: 

"Thank you for choosing to participate in this treatise. I have a short questionnaire for you to 
fill out , although you can choose to not answer any questions that you don't feel 
comfortable with answering. 


I. What gender do you identify with from the following;? 

Male 

Female 

Other 


II. Do you worship; ? 

One Daedric Prince, in addition to a non-daedric deity 

One Daedric Prince, independently from any non-daedric deities 

More than One Daedric Prince, in addition to a non-daedric deity 

More than One Daedric Prince, independently from any non-daedric deities 


III. How long have you been worshipping the Daedra? 

1 - 3 months 
4 - 6 months 
7 - 9 months 
10 months - 1 year 

1 years 1 month - 2 years 

2 years + 


IV. State what your Daedric Prince means to you (f you worship a plurality of Daedric, specify 



in a list); 


V. Were you raised with a religious background? If so, were you an active worshipper of that 
religion ?; 


Vi Describe your connection to your Prince(s) in three words;? 


VII. If you worship the Daedra in conjunction with other deities , do you worship any other 
"pop culture" deities?; 

VIII. Do you give your permission for answers of these questions to be quoted in the 
subsequence treatise "A treatise of Daedra Worship?; 

Yes 

No 


Thank you for the time spent asking these questions." 




THE QUESTIONNAIRE OF PARTICIPANT A (COMPLETED 01/12/2016): 


/. Gender: Female. 

II. I mainly follow two daedric princes who I name as 'Patrons', which are the princes 
Hermaeus Mora and Sanguine. I also worship 'twelve respected'; Azura, Boethiah, Clavicus 
Vile, Hircine, Malacath, Mehrunes Dagon, Mephala, Meridia, Namira, Nocturnal, Peryite and 
Sheogorath/Jyggalag. While I accept the existence ofMolag Bal and Vaermina, I do not view 
them as my ally. Furthermore, I worship dovah 104 , and the first Dragonborn 105 , Miraak. 

III. I desire to keep this fact to myself. 

IV. 

Azura - 1 view Azura as one of the mother figures. She is caring and sympathetic when 
compared to most princes in overall opinion towards mortals. She is however, strict and 
wrathful when offended, or if some 'tough love' is needed. She is the one who brings forth 
the new day and ends the old. 

Boethiah - Boethiah reminds me to stand up for myself, but also reminds one to be humble 
and not value themselves on birth right, but on achievement. Most of all, she reminds 
mortals to put themselves first. 

Clavicus Vile - Vile reminds me that all things have cost. Another immensely important fact. 

If you want something, you have to give something in return. Nothing is free and nothing 
ever will be. I obviously have not made any deals with him, and I shall not do so unless 
absolutely necessary. Some people view him as a trickster, but I'd suggest he's more of a 


104 Dragons 

105 A mythical situation when a mortal has the power to "shout" to great force, being able to project their force 
into a powerful force. 




business man than anything else. 


Hermaeus Mora - Hermaeus Mora is my first patron. His obvious realm is knowledge and 
fate, but those are both realms that seep very much into day to day life. A blacksmith cannot 
create a worthy blade without the knowledge of forging, and one cannot wield a blade in 
battle without the knowledge of swordsmanship. Without knowledge, man would never 
speak. And battles are won most solely on stratagem. My belief is that he watches over me, 
and that through such he hangs over the threads of fate and chooses the most favourable 
path for me - in return, I act his will. I am one of Mora's chosen, and it is a mutual 
arrangement. I am aware that many people see him as evil and uncaring for his followers, 
but I see him as pragmatic and honest. I also believe that fate is not very linear, that there 
are more than a billion different ways each moment could pass. I believe that he shows me 
at times these alternative lines, which occasionally do come through. Most importantly, I 
trust him with the future. I know that all things are in his control, and the second they are 
not, he will have me or another of his followers set them back into place. I could clearly go 
into much more detail, but I'll keep brief. 

Hircine - Hircine is by all means the natural cycle of life. All things hunt and are preyed upon. 
He shows an honourable way to hunt, and most of all, respect the environment we live in. He 
also stands for the primal side of man, of all basic survival needs. By all means, I see him as 
the god of survivors. 

Malacath - Malacath is therefor us when we are mistreated and ostracised from others. 
Ultimately, he reminds us that we have every right to our anger, but also what we owe to 
those loyal to us. 

Meh runes Dagon - Meh runes Dagon is the fire in the mix, he is the revolution, the revolt, the 
dramaticism. He is the constant change that is not always in our favour, but occasionally is 
and I thank him for that. 

Mephala - Mephala's whispers are held close to me, for without her intrigue life would be 
without substance. As she is often regarded as the 'sister' of Hermaeus Mora, she is strongly 
influential to me. She is manipulative, but she can also give freedom. She is sexually 
empowering, and whether most like it or not, we are all caught in her web sooner or later. 

Meridia - Meridia is another motherly figure, and because of her connection to life I often 
see her connected to femininity and birth. I see her as the light bringer, and caring towards 
all living beings - lest they defile the dead or go out of their way to avoid death. 


Jyggalag/Sheogorath- Order and Madness, they are opposites and in way, the same, there is 
a slight echo of An u and Padomay in that respect. There's not much I can say in personal day 



to day respect os I stay relatively clear from Sheogorath. 


Molag Bal - 1 view Molag Bal negatively and I understand and respect that people may not 
share such opinion. As the Prince of Domination, I see him responsible for issues such as 
depression, abuse and all things bad. I see him as an adversary and responsible for many of 
the world's issues. 

Sanguine - 1 regard Sanguine as my second patron. Though some people see him as a god of 
fun and normal pleasure, I tend to see him more as straight line debauchery and sinful 
pleasure. His realm is of indulgent nature, and freedom from society's chains. 

Miraak - Miraak is regarded ironically as a guardian in my belief, and, as with all deaths in 
oblivion, never truly dead. Because of his ability over dragons, I see him as more of a leader 
ofdov than Alduin. 

Yes, I have missed some of them out. I was starting to get pressed for time. If you need any 
more, let me know. 


V. I wouldn't call it religious, no. I have a distant relative who is fairly religious, and my 
family did go to church but by the time I was old enough, they stopped. I do however study 
religion as part of my degree, so I have a fair knowledge of different religious orders. 


VI. 

Azura - Motherly, Magic, Cycles 
Boethiah - Revolt, Conspiracy, Proving 
Clavicus Vile - Payment, Vows, Blood for Blood 
Hermaeus Mora - Knowledge, Fate, Guidance 
Hircine - Life, Survival, Nature, 

Malacath - Outcasted, Loyalty, Strength 

Mehrunes Dagon - Revolution, Coups, Dynamic Change 

Mephala - Secrets, Sexual, Conspiracy 

Meridia - Light, Love, Femininity 

Jyggalag - Order, Law, Strict 

Molag Bal - Domination, Misery, Chains 

Namira - Decay, Disgust, Outcasted 

Nocturnal - Mystery, Shadows, Stealth 



Peryite - Cleansing , Purging , Disease , 

Sanguine - Lust, Sin, Pleasure 
Sheogorath - Illness, Chaos, Fantasy 
Vaernima - Dreams, Premonitions, Fears 
Miraak - Ambition, End, Leadership 
Alduin - End, Death, Enslavement 
Paarthurnax - End, Peace, Control 

VII. Other than everything I've stated, no. 

VIII. Of course. If you need me to add anything more, just ask. I'm afraid I rushed slightly at 
the end due to time. 



THE QUESTIONNAIRE OF PARTICIPANT B (COMPLETED 01/12/2016): 

"1. I'm female. 

2. I worship more than one Daedric Prince, independently from non-Daedric deities. 
Currently I fully worship 4, but I do the odd devotional act specifically for some other Princes 
once in a while. 

3. I've been worshipping roughly a year now. 

4. Molag Bal means to me, mostly defence. Hard to explain, but that's just the feeling I get 
around Him. 'Be on your guard!' And that feeling has always cropped up around Him when I 
need it most. Molag Bal's main sphere is Domination, and I feel He wants me to dominate 
myself. Kind of like self-love but a bit more forceful and aggressive; self-love is a hand on the 
shoulder saying if a task is really bothering you (like house cleaning for example), you can 
leave it until you're in a better state, whereas self-dominance is a kick up the butt and a 
harsh but true reminder that it'll only get worse if you don't do it now. Why He of all the 
Princes wants me to be self-dominant (He doesn't want others to dominate for Him, He 
wants to dominate ALL, so I don't buy that line Harkon gives about sacrificing a thousand 
innocents), I have no idea and probably never will. Maybe it's truly for my own benefit, as I 
know I'm a bit of a shrinking wallflower and a bit of a doormat, but maybe He's also 
preparing me to be more satisfyingly broken down. A regular person can be dominated by 
Him with no problem, but someone who's self-dominant and reliant on themself and can 
shrug off attempts by others to dominate them (bullying in school or the workplace, power 
play by bosses and authority figures, etc) is much harder for Him to dominate, and far more 
satisfying when they're finally broken down at his feet. Currently I don't care if Molag Bal is 
setting me up to be almost an ego boost of sorts, as He's already made me far stronger as a 
person than I was before. 

Nocturnal is a comforting figure for me. She expects a lot of me - not in worship, but 
otherwise - but knows sometimes I can't quite reach her standards and that's ok. She won't 
get mad at me. That's why She provides such darkness for me, and why I feel such comfort 
in the darkness. That's where She wants me to be, so She makes it appealing so that I stay 
there more. Why She wants me there, I don't know, but She does. When in Her darkness, I 
feel like I'm coming home. Like I belong there, with Her but also alone in the good way. 
Nocturnal allows me a place and time for solace, and for whatever I choose during the 
midnight hours. 

Sheogorath: Sheogorath is tricky for me. There are times when I love Him, and thank Him for 
being around me, but most of the time I can't stand Him in the slightest as it feels like I've 



been cursed by him. Sheogorath to me means at the same time. He's caring for me. Giving 
me something to do and apply myself to. Yet at the same time He scorns me. Cursing me at 
the same time. And no matter what, the side of cursing upon me will always outweigh the 
side of blessing. 

Mephala to me means wariness, and I should watch who I trust. I learned that from a young 
age, but Mephala recently has been defending me. Guiding me against being betrayed 
again. Her and Boethiah kind of work together on this, but while Boethiah's more direct, 
Mephala's more subtle. 

5. 1 wasn't explicitly raised religious, but my aunt's a devout Wiccan, and she has tried 
forcing it down my throat on multiple occasions behind my mother's back. It never took 
hold though, much to her dismay. 

6. Three words per Prince? 

Molag Bal: Defensive, disciplinary, wary. 

Nocturnal: Comforting, expectant, solace. 

Sheogorath: Love-hate, compassionate, scornful. 

Mephala: Wary, shielding, allying. 

7. I don't worship any other deities. 

8. I give my permission for my answers to be quoted." 


THE QUESTIONNAIRE OF PARTICIPANT C (COMPLETED 30/12/2016): 



"1. Other (gender fluid) 

2. More than One Daedric Prince, in addition to a non-daedric deity 

3. 1 year but <2 years 

4. Hircine means strength in the hunt and the glory of nature (I don't hunt but I do fish) 
Sheogorath, the insanity that is in us all, whether in a large amount or smaller less 
noticeable, but no less important, chunks 

Boethiah, "I exist because I have the will to do so." Long story short, that pretty much sums 
up my life in one sentence, very violent childhood and I actually had to fight for my life 
multiple times with my family, I never gave up, and I'm still here 
Hermeaus More- The eternal search for knowledge, I love to learn. ..anything and 
everything! I'm a big nerd and him being the prince of knowledge I honour him through 
study 

5. Yes, (Christian parents, dad is in a ministry) I was baptized and active until I was around 
14ish, then I slowed down so to speak. I began studying religions and faith for myself. 

6. (This is a hard one) Respect, Learning, and Novice (I'm still new to Daedra worship) 

7. Nope. 

8. Yes" 


A Glossary of Terms . 


A: 




Active Worship: "worship involves the manifestation of cognitive processes into physical 
devotionals. Examples can be seen in the buildings of altars, the writing of literature, the 
drawing of pictures, and the offerings of items at shrines." 

Active Worshipper: "a worshipper that plays an active role in the community, participating 
in the active worship of the community. The active worshippers are often in the minority." 

Apocrypha: "Apocrypha is Hermaeus Mora's plane of Oblivion, an endless library where all 
forbidden knowledge can be found. The books all have black covers with no titles, and the 
library is haunted by ghosts forever searching for knowledge." 

Ashpit: "Ashpit is Malacath's plane of Oblivion, which is described as consisting only of dust, 
palaces of smoke, and vaporous creatures: "anguish, betrayal, and broken promises like ash 
filled the bitter air". Levitation and magical breathing are necessary to survive there." 

Azura: "Azura is the Daedric Prince of Dusk and Dawn. She is one of the few that constantly 
manifests in a feminine form, and whom mortals consider a 'good' Daedra." 


B: 

Boethia(h): "Boethia(h) is the Daedric Prince of deceit and treason. Manifesting in both a 
masculine and feminine form, Boethia is one of the Daedra whom pay the most attention to 
the affairs of mortals." 


C: 

Clannfear: "Clannfears are dinosaur-like Daedra that resemble a lizard with a large, bony 
crest on their head and a sharp beak and talons. They may represent common, wild animals 
in Oblivion." 

Clavicus Vile: "Clavicus Vile is the Daedric Prince of wishes, desires and desires. He enjoys 
making business with mortals through pacts and barter, although the deals are usually 
subtly weighed in his favour." 

Clavicus Vile's Realm: "a realm of Oblivion, created and ruled over by Clavicus Vile. It 
appears as a tranquil countryside, dotted with majestic cities of glass and ornate buildings." 

Cognitive: "The thinking process of the mind, on a individual level, in isolation of the 
transcendence of the psycho-telepathic powers of the Princes." 

Coldharbour: "Coldhabour is Molag Bal's plane of Oblivion. It is said that his plane resembles 
a copy of Nirn, but all desecrated and ruined. The ground is sludge, the sky is on fire, and the 
air is freezing. The Daedroths are typically counted among his servants." 



(the) Colored Rooms: "She [Meridia] created her realm of Oblivion, known as the Colored 
Rooms, by bending and shaping the rays of light from the sun. Her realm is inhabited by the 
Aurorans. Some Daedra Seducers are also in her service." 


D: 

Daedra: "Daedra (also spelt Daedra ) [ pronounced /dii.dja/ or /dei.dja/ ] are supernatural 
beings from the Gaming and Novel series of The Elder Scrolls." 

Daedric Prince: "Daedra who are more powerful than the 'lesser Daedra', having their own 
sphere of Influence, Plane of Oblivion, and the employment of these lesser Daedra in their 
service." 

Daedric Worship: "the worship of a singular or plurality of the seventeen Daedric Princes, 
either in isolation or in conjunction with other deities." 

Daedroth: "[1] The proper singular for the plural term 'Daedra', but seldom used by the 
community. [2] A bipedal Daedra with a large, crocodile-like snout." 

Devotional(s): "An over-arching term for religious prayers, offerings, devotions, shrines and 
other such items." 

Dremora: "Dremora are a warlike Daedric race commonly associated with Mehrunes 
Dagon. They are commonly encountered throughout the planes of Oblivion. Dremora are 
known to be intelligent, sentient beings." 


E: 

Evergloam: "The accessible realm of the Daedric Prince Nocturnal." 


F: 


G: 


H: 


Hermaeus Mora: "Herameus Mora is the Daedric Prince of knowledge, memory and fate. 
Unlike most Princes, Hermaeus Mora does not take on a humanoid form at all, manifesting 



instead as grotesque assemblages of eyes, tentacles, and claws, or a featureless purple 
vortex known as the Wretched Abyss." 

Hircine: "Hircine is the Daedric Prince of the Hunt, and the Sport of the Daedra. Hircine 
created the various therianthropic diseases which transform mortals into beasts, and is 
therefore the guardian of were-creatures. They reflect his sphere admirably, hunting at 
night and being hunted by day. Hircine is a sportsman who enjoys giving his prey a chance 
for victory, however small. He is typically portrayed with a great spear and either the head 
or skull of a deer." 


I: 


J: 

Jyqqqlqq: "Jygglag is the Daedric Prince of logical Order. Whilst little is known nbout him, he 
represents logical order and deduction, and has taken account of every detail of the world 
and of every action that has ever taken place on Mundus or Oblivion, long before they 
actually happened. Jyggalag commands his own Daedra, the Knights of Order, which are 
spawned from obelisks summoned by his followers, the Priests of Order." 


K: 


L: 

Lesser Daedra: "Daedric Entities that - unlike the Daedric Princes - do not own a plane of 
Oblivion, do not employ their counterparts in service, and do not have a sphere of 
Influence." 


M: 

Malacath: "Malacath is the Daedric Prince of the Ostracised and the Spurned. Other names 
include "Mauloch", the "God of Curses", "Orkey", "Old Knocker" or "Ore-Father". Malacath 
spurns physical weakness, hence the above-average strength of the creatures associated 
with him. The hideous and stupid Ogrim are the servants of this "bad daedra". Many 
accounts paint Malacath as a Prince who is very protective of his followers and who 
becomes vindictive when they are wronged." 



Mehrunes Dagon: "Mehrunes Dagon is the Daedric Prince of Destruction, Revolution and 
Change. He is associated with natural dangers like fire, earthquakes, and floods. In most 
cultures, though, Dagon is merely a god of bloodshed and betrayal." 

Mephala: "Mephala is the Daedric Prince of Murder. Unlike many other Daedric Princes, 
who almost always appear as the same gender, Mephala appears as either male or female 
depending on whom the Daedric Prince wishes to ensnare (though she's typically female). 
Mephala's only consistent theme seems to be interference in the affairs of mortals for 
amusement. Mephala's sphere seems to indicate a careful plan carried out through 
executions, each life a portion of a massive web. Mephala sees the affairs of mortals as a 
weave; pull but one thread and the whole thing unravels. She is also associated with more 
simple concepts— lies, sex, and murder." 

Meridia: "Meridia is the Daedric Prince of living energies. She has a great and everlasting 
hatred for the undead and will greatly reward any who eliminate them from the world. 

Meridia is one of the few Daedric Princes who is usually not considered to be wholly evil. 
However, she is known as the Daedra Lady of Greed and as an avid collector of human 
specimens." 

Molag Bal: "Molag Bal is the Daedric Prince of Domination and Enslavement. He is known as 
the God of Schemes, the King of Rape, the Harvester of Souls, the Lord of Brutality, and the 
Prince of Rage. His main desire is to harvest the souls of mortals and to bring them within 
his sway by spreading seeds of strife and discord in the mortal realms. 

He can be associated with domineering and violent acts, including sexual sadism, and sexual 
masochism." 

Moonshadow: "Moonshadow is Azura's plane of Oblivion, where she lives in a rose palace. It 
is reported to be blindingly beautiful and colourful, with flowers, waterfalls, trees, and a city 
of silver." 

Mundas: "The in-game name for the TES universe." 


N: 

Nirn: "The in-game name for the TES World." 


O: 

Oblivion: "A realm, often ruled by a Daedric Prince - inhabited by lesser Daedra." 


Offering: "An item given by a worshipper to a Daedric Prince to appease and please them." 



P: 

Passive Worship: "worship involves the cognitive processes, that - however- doesn't 
manifestation into physical devotionals. Examples can be seen in psycho-telepathic prayers, 
meditation, and astral travel. 


Passive Worshipper: "a worshipper that doesn't play an active role in the community, 
participating in only the passive worship of the community. The passive worshippers are 
often in the majority." 

Peryite: "Peryite is the Daedric Prince of lower order, and of pestilence. Although he is 
typically depicted as a green four-legged dragon ...Peryite is considered one of the weakest 
of the Princes. His sphere of influence includes tasks, natural order (to not be confused with 
the perfect [higher] order of Jyggalag), and pestilence. " 

Planes (of Oblivion): "Specific Planes - realms - of Oblivion under the control of a Daedric 
Prince, known about (and potentially visited) by mortals." 


Psycho-Telepathic: "The act of Psycho-Telepath, presented in actions such as lucid 
dreaming, astral travel, and mediational connections with the Daedric Princes." 

Psycho-Telepathy: "The transcendence of the physical and cognitive planes of thought or 
existence, where one is in touch with the metaphysics of the Daedra." 


Q: 

Quagmire: "Vaermina's plane of Oblivion is Quagmire, which is described as a nightmare 
realm, where every few minute's reality shifts and becomes ever more horrifying. "A dark 
castle one moment, a den of ravening beasts the next, a moonlit swamp, a coffin where he 
was buried alive."" 


R: 


S: 


Sanguine: "Sanguine is the Daedric Prince of Debauchery. Fittingly, he often appears on the 
seals and signs of brothels and whorehouses. Sanguine is depicted as a portly man with a 



dremora-like head with horns, always with a bottle in his hand or a whore under his thumb. 
He is thought to control thousands of realms. 

The term sanguine can mean either "cheerfully optimistic" or "bloody"; the double meaning 
is appropriate for a prince whose realm encompasses both the light and dark sides of 
passion." 

Scamps: "Scamps are the weakest Daedra encountered in Oblivion." 

( the) Scuttling Void: "Namira's realm of Oblivion is the Scuttling Void. [It] is an eternal 
dimension about which little is known other than its name." 

Shade Perilous: "A once assessable Plane of Oblivion belonging to Nocturnal that is no 
longer assessable." 

Sheogorath: "Sheogorath is the Daedric Prince of Madness. He is sometimes referred to as 
the Mad Star, the Mad Lord, the Mad One, and the Mad God among other things. The Mad 
God typically manifests [himself] as a seemingly harmless, well-dressed man often carrying a 
cane, a guise so prevalent it has actually been coined "Gentleman With a Cane"." 

Sphere (of Influence): "A Daedric Princes' sphere of Influence is the set of personality, 
factors, or behaviour that they rule over. They cannot pass this, and they behave 
accordingly -thus knowing the mortals of 'right' and 'wrong'." 

Spiral Skein: "Her [Mephala's] realm of Oblivion is the Spiral Skein. It is metaphysically 
constructed in a similar manner to a wheel. At the centre is the Tower, known only as the 
Pillar Palace of Mephala, since its true name is too awful to be uttered. The Spokes are 
called the Eight Strands of the Skein, and the spaces in between are each devoted to a 
different sin. The first is a cavern devoted to lies, filled with pedestals pretending to hold up 
the sky. The second is made up of cramped chambers representing envy, while the third is 
maggot-filled grottoes filled with seductive light. The fourth contains eternally dark tunnels 
of fear; the fifth, a place of betrayal; the sixth, an arena of murder. The seventh space is 
home to arcades of avarice and appetite, containing all things mortals would kill or die for, 
while the eighth is a flaming skein of fury, representing the death that comes to all mortals. 

Mephala's realms are said to be numerous and obscured, collected together by vast strands 
of magical ghost-web. All of them are devoted to her spheres of sex and secret murder." 

Summoning Day: "A day in which - the connection between the worshipper and the Prince 
being strong enough - the spiritual bond grows, and the worshipper may have a more 
intimate relationship with the Prince thereafter 106 . This is oft celebrated like any religious 
holiday, with prayers, meditation, devotionals, and a zealous attempt to connect intimately 
with the Prince on a psycho-telepathic level." 


106 Provided the worshipper celebrates it well, to the satisfaction of the Prince. 



T: 

Tamriel: "The TES name for the continent that the series is set on." 

Tamrielic: "Reference to the culture of the continent of Tamriel, such as the Calander, 
Pantheons, &c." 

The Deadlands: "The Deadlands is a Plane of Oblivion ruled over by Mehrunes Dagon. As the 
name suggests, they are barren wastelands, consisting of blackened isles in a sea of 
lava. Clannfear and Scamps are among his servants, along with Dremora. " 

The Hunting Grounds: "The Hunting Grounds is a realm of Oblivion created and ruled over 
by Hircine. It has been described as a realm of dense woodland and vast grasslands 
populated by were bears, wild cattle and unicorns." 

The Myriad Realms of Revelry: "The Myriad Realms of Revelry are a congeries of one 
hundred thousand pocket and sub-realms of Oblivion, created and ruled over by Sanguine. 
The realms are used mainly as pleasure pockets, refashioned to meet the needs and desires 
of its visitants. As such. Sanguine himself has very little control over them." 

The Pits: "The Pits is a realm of Oblivion, created and ruled over by Peryite. Here, Peryite 
guards the lowest orders of Oblivion. The realm resembles the Deadlands, with lava seas, 
volcanic islands and ruined structures. The realm is usually completely inaccessible to 
mortals, but there have been several exceptions." 

The Realm of Boethia(h): "The Realm of Boethia is a realm of Oblivion, created and ruled 
over by Boethia, The realm consists of stormy skies, volcanic islands and lava seas. It has 
also been described as a country of labyrinthine policy and betrayals, with maze gardens 
and twisted towers. It is sometimes referred to as Attribution's Share or Snake Mount." 

The Shivering Isles: "His realm, best known as the Shivering Isles, has also been called the 
Madhouse. It's believed that those who go there lose their sanity forever. Of course, only 
the Mad God himself may decide who has the privilege to enter. " 

The Tribunal Factors: "The three factors that define a Daedra Worshipper, two of the three 
criteria needing to be met. (Belief in the Prince, their Plane of Oblivion and the Daedric 
inhabitants who associate with these Princes. The active or passive worship - ranging from 
pray and meditation (passive) to the building of shrines and altars in honour of them 
(active). The belief that the worshipper's soul belongs - in both life and death - to one (or 
more) of the Princes.)" 


U: 



V: 


Vaermina: "Vaermina is the Daedric Prince of Nightmares. Vaermina [also spelt Vaernima] is 
known as "Vaernima the Gifter" and "Weaver of the Panoply". She is seen as one of the 
"demonic" Daedra, and some have also claimed her sphere ties somehow to torture." 


W: 


X: 


Y: 


Z: 



